Enchanted Realms 


“Tt’s all in the cards!” 


Dear Reader: August 12, 2008 


Enchanted Realms began in 2000 as a project to help me learn Microsoft Access, then became a way to make roleplaying 
simpler, easier and lighter. As these ideals and the game evolved, I saw the potential for making “my million’, and for 
changing the landscape of the roleplaying games market. While there are plenty of CCG’s, like Magic The Gathering, which 
focus on being collectible, I feel that Enchanted Realms succeeds at merging true roleplaying with card play. I have watched 
the market over the years, looking for signs that the roleplaying community was ready to accept what I had to offer. The signs 
are there. Numerous attempts have been made to do what I have done. The closest being Knights of the Dinner Table and 
DragonStorm. Yet, even the creators of these games were unable to let go of the control that the CCG industry seems to base 
its marketing stratagem. There is a reluctance to relinquish control over the imaginative process during game play; it is that 
which limits the scope and potential of these and other games. But I found a way to not only encourage players to use their 
imaginations, but require it of them. Enchanted Realms makes the statement that gamers can be mature and take responsibility 
for the creative process that is roleplaying. 


I feel the mechanics of Enchanted Realms are solid and balanced. They facilitate random action resolution, support 
storytelling, and encourage proactive use of the imagination. Not only does the game obtain these ideals, it does so with 
minimal usage of rules and equipment. The entire set of rules can be found within this document. The only equipment needed 
to create and play adventures are a few decks of Enchanted Realms cards, a few tokens, and pen and paper for taking notes. I 
feel that this minimalistic approach to structuring a game system is a selling point. Just think: an entire roleplaying adventure 
within a single deck of 100 cards! No dice, no library of books, no laborsome forms to maintain — just cards. The focus of 
marketing is not meant to be collecting and trading cards, though that will no doubt happen, but to provide a dynamic and 
expandable roleplaying game system in a small package. 


So why am I putting this out to the world, free for anyone to take an use as they wish? 


Well, I came upon a stumbling block: the artwork. I think we can all agree that successful artwork is vital to any game 
based on cards. All this time, I could neither produce the artwork I could see in my head nor figure out a way to obtain the art 
without significant investment. Even producing enough images to create a demo deck with which to approach a publisher was 
more than my resources could handle. 


And so it is, that after nearly 8 years, I have decided that I have kept this truly fantastic idea away from the world for too 
long. With the devolution of Dungeons and Dragons, and the state of excess that d20 has created, the market is ready for 
something fresh, something with a new look and feel, something that raises the bar for role-players. 


Dear Reader, if, after reading this document, you feel that you can play a part in bringing this game system to the world, 
then I hope you will. Though I still cringe at the thought of passing on a fortune that I am sure is tied to the final product of my 
work, I cringe even more at the thought that the gaming populace might never benefit from the same. Still, I might ask that if 
you do make your millions by bringing out my work for the world to enjoy, that you might consider sending me a small bit. At 
the very least I should dearly like a deck or two of the finished product. 


You may have noticed that I have placed a copyright on this document. This is only to establish my right as originating 
author to grant you license to use the contents as you see fit, with the exception that I maintain that I may continue to use the 
contents of this document as I wish. I make no claim on what anyone else might futher produce as a result of using the material 
under this copyright. The last 15 pages show a rough version of how I envision the cards would look. Together they are the test 
deck of an adventure that I used as a model. I claim authorship of the card layout and concept ONLY; there are many images 
therein that belong to others. I borrowed them for personal reference only. 


If you wish to learn more about what lies behind the Enchanted Realms system, I have all of my original computer files, 
including an Access database with card statistics and data, which I will share if you can show true intent to further my work. I 
will also be more than happy to discuss all of my unrecorded ideas surrounding the development of the game so far. I can be 
contacted by email at mrmike65 @ hotmail.com 


Sincerely, 
Michael Downey 
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Enchanted Realms is a roleplaying game that uses cards to 
build dynamic adventures, create characters, and resolve 
actions that characters attempt. Each deck of Enchanted 
Realms cards contains all that 1s needed to create and play 
complete adventures. Custom adventures can be created by 
combining multiple decks. Enchanted Realms is designed 
to be played with or without a conventional Game Master 
— this means everyone gets to play! 


Overview 


Players seek to complete quests in adventures, and with 
characters, created entirely from Enchanted Realms cards. 
The cards provide visual cues to support storytelling, as 
well as statistical information that supports the action- 
resolution method, which makes Enchanted Realms 
unique. 


Creating adventures is quick and easy. Simply select a 
Quest card, choose your character’s cards, and combine 
the rest of the cards to create an Adventure Deck. The 
characters and adventure are ready to play — in just a few 
minutes! 


The adventure evolves as players take turns adding cards 
to the adventure and responding to events as they unfold. 
Characters explore lands, overcome challenges, and collect 
rewards until the Quest is completed. 


Required 


e One or more packs of Enchanted Realms cards 
e Two or more players 


Also Useful 


e A token (coin, miniature, etc.) to represent each 
character. 
e Away to track of Health points, see Health. 


Game Preparation 


1. Select one or more Quest cards as the goal(s) for the 
adventure. Quest cards are placed on the table for all 
to see. 


2. Each Player chooses a Hero and Creature card. 
These cards are combined to represent the basic 
character and should be placed face-up on the table in 
front of the player. 


3. Shuffle the remaining cards to create the 
Adventure Deck. Deal five (5) cards to each player. 
The Adventure Deck is then placed face-down on the 
table within reach of all players. 


4. Players select any Item and Enhancement cards 
from their hand and add them to their character. 


5. All World cards held by the players are placed 
face-up in the center of the table. The contributed 
cards are arranged to create the beginning of the 
Adventure Map. The exception would be that any 
cards listed on an active Quest card should be returned 
to the Adventure Deck. 


6. Select one of these World cards as the starting 
point for the adventure and place a token for each 
character on that card. 


7. Each Player takes cards from the Adventure Deck 
until they have five in their hand. 


That’s it! The adventure is ready to play! 


Lead Player 


When it is a player’s turn, that player is referred to as the 
“Lead Player”. The Lead Player assumes two roles for the 
duration of his turn: 


e Game Master: The Lead Player takes over building 
the adventure, narrating the scenes, presenting 
challenges, and arbitrating action resolution. 


e Player: The Lead Player also works with the other 
players responding to the story and working at 
completing the quest. 


The concept of playing two roles at the same time may 
seem confusing at first, but it will become easier with 
practice and by focusing on creating an exciting adventure. 


Turn Sequence 


Each turn is composed of four phases: 


1. DRAW - The Lead Player draws the top card from 
the Adventure Deck and adds it to his hand. 


2. BUILD — The Lead Player may play as many as two 
cards from his hand during the Build phase. These 
cards may be of any kind and placed anywhere on the 
map, following these guidelines: 


e A World card must be placed adjacent to another 
on the table. 


e All other types of cards must be placed under an 
existing World card. 


ROLEPLAY — All players may now join in by 
roleplaying their characters through the scene. The 
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Lead Player may play any number of cards during this 
phase, while the players play no cards. The Lead 
Player may continue to draw cards from _ the 
Adventure Deck, as necessary, keeping no more than 
five cards in his hand at a time. When the characters 
move to a World card, any Support Cards under that 
card are added to the Lead Player’s hand to be played 
during that turn. The scene is roleplayed until it is 
decided that the next player should take over. A 
player’s turn may last several scenes or just a part of 
one. It’s entirely up to the individual and the group. 


3. RECONCILE -— Starting with the Lead Player, each 
player adjusts the number of cards in their hand so that 
they have only five cards — either by taking additional 
cards or returning extras to the Adventure Deck. 


The Cards 


HERO: The Hero card represents the class, or area of 
expertise, of the character. This card notes statistical 
information and special abilities. 


Use: Combine a Hero card with a Creature card to 
create a base character. 


CREATURE: Creature cards represent the races and 
monsters that the characters meet during an adventure. 
This card also notes statistical information and special 
abilities. 


Use: Combine a Creature card with a Hero card to 
create a character. 


ENHANCEMENT: Enhancement cards provide additional 
abilities used to augment a Hero, Item or World card. 
Examples of enhancements are skills, special abilities, 
attribute bonuses, and spells. 


Use: Provide your character with skills and special 
abilities, such as spells. Descriptions on the cards 
provide information on how to use them. 


ITEM: Item cards provide equipment and other items that 
characters will find useful. 


Use: Equip your character or barter for other useful 
items. These are given as rewards during an 
adventure. 


WORLD: World cards depict different locations and 
environments that characters can explore. These are used 
to create the map of an adventure. 


Use: Lay these down to build the adventure map. 
Add names and descriptions to customize your own 
world. 


QUEST: The Quest card represents the goal of the 
adventure. Each Quest card gives a short description of the 
quest and a list of tasks that must be performed. The 
adventure ends when all of the tasks listed on the Quest 
card are completed. Multiple quests may be played in the 
same adventure. 


MENTOR: Mentor cards provide guidelines for using the 
other types of cards. For easy reference, they use the same 
color scheme as the cards on which they advise. 


BLANK: Blank cards are provided so that players can 
create their own cards. These specially-coated cards may 
be written on with pencil and then erased for re-use. 


Attributes 


There are four attributes that help a character to perform 
actions. These are represented as bonuses, which are used 
to modify the Force number during a Draw. The four 
attributes are: 


e Strength (STR) represents a character’s physical 
strength. 

e Agility (AGL) represents how quickly a character can 
move and to react to a situation. 

e Intelligence (INT) represents a character’s mental 
Capacity. 

e Presence (PRE) represents a _character’s inner 
strength. 


Force Number 


Every Enchanted Realms card is assigned a Force Number, 
which is located in the top-right corner of the card, with 
the sole exception of the Quest card. The Force Number is 
the key to the action-resolution mechanic, “The Draw’’, in 
addition to serving as a basis for several other functions 
within the game: 


Health: The Force Number is multiplied by 10 to 
determine the amount of Health points a character or 
creature possesses. Health points are subtracted from the 
character’s total Health score as damage is taken. When a 
character or creature’s Health points reaches zero, it is 
dead. Health points can be restored through healing. (See 
Healing) 


Health points can be tracked on paper, by using coins, or 
other tracking devices. When multiple creatures are 
encountered or a creature has a lot of Health points, it may 
be easier to keep track of Health points on paper. 


Reward: After a character’s initial creation, a player may 
only add Enhancement cards to their character when they 
are received as a reward for successes, such as defeating 
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creatures in battle, overcoming challenges, or completing a 
quest. 


When a creature or challenge is overcome, each player 
involved in the scene is rewarded by being allowed to take 
an Item or Enhancement card from their hand and adding it 
to their character. The Force Number of a reward card may 
not be higher than that of the challenge. 


Rewards should be given immediately after an encounter, 
even though the scene may not have ended. 


At the discretion of the group, a player may also be 
rewarded an additional card for a particularly well-played 
action. 


If a player does not have a suitable Item or Enhancement 
card in their hand, the character receives no reward for that 
encounter. 


Item cards acquired during an encounter may also be 
added to the character’s cards on the table. The Force 
Number limitation does not apply to these cards. 


Additional Item and Enhancement cards may be selected 
and held to the side to be awarded at the completion of a 
quest. 


Barter: The Force Number on an Item card indicates its 
relative worth when trading or bartering for other items or 
Services. 


The Draw 


Enchanted Realms uses the cards to randomly determine if 
a given action is successful. Essentially, a card is drawn 
from the Adventure Deck to produce a Force Number, 
which is modified by relevant bonuses taken from a 
character’s cards. If the modified Force Number is equal to 
or greater than a target number, the action is successful. 


At the Lead Player’s discretion, when a character attempts 
an action, such as attacking an opponent, casting a spell, or 
climbing a wall, a Draw is called for to randomly 
determine the success of that action. 


To make a Draw: 


1. Draw the top card from the Adventure Deck 
and place it face-up on the table for all to see; 

2. Add the bonuses of any relevant modifiers to 
the Force Number of that card to create an 
Adjusted Draw Score; 

3. Compare the result to either that of a Counter 
Draw, or a Challenge Number set by the Lead 
Player. 


Counter Draw: The player of a character opposing the 
attempted action makes a Counter Draw, in the same 
manner as a Draw. The player with the highest Adjusted 
Draw score wins the contest. If the scores are equal, the 
player whose character initiated the action wins. 


Example: Erik the Fighter is attacking an Orc with his 
sword. Erik has the following bonuses to add to his Draw: 
Combat +3, Strength +2, Long Sword +4, resulting in a 
combined attack modifier of +9. The player pulls a 5 and 
adds the +9 to get an adjusted Draw score of 14. The Orc 
has an Agility +2 and Scale Mail Armor +3, resulting in a 
combined defense modifier of +5. The player making the 
Draw for the Orc pulls a 7 and adds the +5 to get an 
adjusted Draw score of 12. The Fighter is successful in 
attacking the Orc. The amount of damage the Fighter’s 
attack does is the difference in adjusted Draw Scores, 
which is 2 Health points. 


When a character attempts an action that has no direct 
opponent, the Lead Player makes the Draw “for the game’, 
adding any relevant bonuses. If the target of the action 
being attempted is represented by a card that has no 
bonuses specified on it, the Force number of that card is 
used as the modifier. 


Example: A character wants to jump across a lava-filled 
crevice. The Crevice is a World card with a Force of 2 and 
the Counter Draw is a 6, producing an adjusted Draw 
score of 8 The character attempting the action has a 
Strength bonus of +2 and pulls a 5, giving him an adjusted 
Draw score of 7. The character leaps through the air, but 
misses the other side and slips into the lava below. 


Tip: Rather than making a Counter Draw, the Lead Player 
may simply decide on a Challenge Number that the player 
of the character attempting the action must meet or exceed. 


Tip: When a number of cards are being drawn in a short 
period of time, i.e. during a combat scene, it may be easier 
to create a temporary discard pile until after the scene 1s 
finished. At which time, the cards in the discard pile would 
be shuffled back into the Adventure Deck. 


Formulas for Draw Modifiers 


Attacking: STR + Combat + Enhance + Weapon 
Defending: AGL + Combat + Enhance + Armor 

Action with card: Enhance + Attribute + Special 
Action without card: Attribute + Special 

Spells: PRE + Spell casting + Spell 

Defending from Spell: PRE + Spell casting 


Stacking Cards 
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All card types are considered to be “stackable”, meaning 
the effects and bonuses of a card can be combined with 
those of other cards, according to the following guidelines: 


When stacking cards that are the same, the attribute 
scores of one card are increased by one point for each 
additional card being stacked. Bonuses for special abilities 
are added together. 


Example 1: A Fighter card has STR(4), AGL(2), INT(1), 
PER(1) and Combat +2. Stacking two Fighter cards would 
result in a character with STR(5), AGL(3), INT(2), PER(2) 
and Combat +4. 


Example 2: A Dagger has a +1 bonus to attack. Stacking 
two Dagger cards results in a Dagger with a +2 to attack. 


When stacking cards that are different, the four base 
attributes are not combined as such, rather the highest 
score for each attribute is used. Any special abilities are 
carried forward. If a card being stacked has no bonuses 
listed, the Force Number is used as a bonus. 


Example 1: The Fighter card has the following attribute 
scores: STR(4), AGL(2), INT(1), PRE(1). The Wizard card 
has STR(1), AGL(1), INT(4), PRE(2). Stacking these two 
results in a Fighter/Wizard character with the following 
bonuses: STR(4), AGL(2), INT(4), PRE(2), plus Combat 
+2 and Spell Casting +2. 


Example 2: Stacking two Dagger(+1) cards results in a 
Dagger(+2). A Sword(+2) and Produce Flame Spell(+1) 
produces a Flaming Sword(+3) that would fire damage in 
addition to regular damage. 


Cards Stacked - Stay Stacked: Once the decision has 
been made to stack cards, they should remain stacked 
unless there is a good reason and the group agrees to allow 
change the designation of the stacked cards. 


Multiple Creature Encounters 


Generally, there will only be one card played to represent 
an encountered creature. To make the encounter of 
sufficient challenge for the adventurers, the following 
method can be used to determine the number of creatures 
encountered: 


1. Pull a card from the Adventure Deck for each Hero 
Card involved in the combat. 


2. Total the Force Numbers of these cards, then return 
them to the Adventure Deck. 


3. Divide that total by the Force Number on the Creature 
card, rounding up to the next whole number to 
determine the number of creatures appearing. Note: 


There should always be at least one _ creature 
appearing. 


Example: A Goblin card is played. The Force numbers of 
the drawn cards are 9, 3, and 7, totaling 19. The Force 
number on the Goblin card is 2. The 19 divided by 2 
equals 9.5, when rounded up results in 10 Goblins 
appearing. 


Tip: As space can quickly become an issue, players may 
want to move markers for all characters, NPC’s and 
creatures involved in the encounter to a separate “arena” 
space for the duration of that scene. 


Combat 


The Enchanted Realms system is designed to reduce the 
work of resolving combat to a few quick Draws. This 
leaves more time for roleplaying the battle, or perhaps just 
getting on with the quest. 


A Draw is required for each attack and a Counter-Draw for 
each defending action. The attacker uses Strength to 
modify his Draw and the defender uses Agility. Bonuses 
from relevant special abilities and items, such as weapons 
and armor, are also applied. 


The difference between the two Adjusted Draw Scores is 
the number of Health points the defender loses if the attack 
is successful. 


Healing 


Adventures can be dangerous and characters will be 
inevitably get hurt. Healing the damage a character 
receives can be accomplished in two ways: normally and 
magically. A character will normally heal, or recover 
Health points, at a rate of his total Strength bonus per day 
of rest. Magical healing is immediate; the amount of 
healing is noted on the card granting the magic. 


Completing the Quest 


One or more Quest cards are selected prior to creating the 
Adventure Deck at the beginning of a game. Players 
should ensure that the Adventure Deck includes all cards 
necessary to complete the selected quests. Adventure 
Decks are complete as purchased. 


A quest is complete when all of the conditions listed on the 
Quest card have been met. 


Advancement 
Eventually players will want to play characters with more 


skill and power. This can be accomplished by adding Hero 
and Enhancement cards to existing characters. The 
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Rewards section describes how a character can obtain 
additional Enhancement cards. Additional Hero cards can 
be “purchased” by trading in ten Item and/or Enhancement 
cards that the character has earned. Players may only use 
cards already assigned to the character (not in the player’s 
hand!) to purchase Hero cards. 


Keeping Track 


While everything needed to play an adventure can be 
found on the Enchanted Realms cards, Players will find it 
useful to keep notes on names and storyline details. 


Additionally, each unique card has its own Catalog 
Number, which is located in the lower-right corner. This 
can be used to record particular characters or custom 
Adventure Decks. You could also record a particular map 
layout for a continuing adventure. 


Storytelling 


The sections prior to this one have focused on explaining 
how the game works. This section looks at how Enchanted 
Realms can be used to inspire and support the telling of 
your adventure. You will not find another gamers’ world 
being thrust upon you. How your game world looks and 
feels 1s completely up to you. The cards serve only as a 
guide to your stories and support game play. 


Storytelling is an art, not a science. A good storyteller is 
thoughtful, creative and inspired. If you have read this far, 
then you have the first two requirements covered. The 
third requirement, inspiration, is what Enchanted Realms is 
all about. 


Good storytelling also takes practice. The more you play 
Enchanted Realms adventures, the easier and more 
entertaining your storytelling will become. Involving all of 
the players in the creative process of an adventure only 
increases the potential for some awesome adventures. 


Since there is no set time limit for each player’s turn, those 
less adept at storytelling can make their turn last for as 
long as they are comfortable, then pass the lead to the next 
player. Players with strong storytelling skills will be able 
to shine as they carry the adventure forward. The magic 
here is that all players are involved in creating a story of 
high adventure! 


Enchanted Realms uses primarily two types of card 
layouts: with pictures and without. Cards that do not have 
pictures provide more text-based information; there’s not a 
lot of interpretation required here. Cards that include 
pictures are wide open for individual expression. Often, a 
player will want to take into consideration all of the cards 
“at hand” when adding to the story; a prime example is 
when cards are “stacked”. Equally important is to consider 






Long Description 


Short Description 


what has happened in the story so far. Every contribution 
to the story becomes a part of the base that the next player 
will work from. 


(to be continued) 


Group Mediation (when things just don’t work out) 


If your group is at all like every other group of people, 
disagreements will arise. It may be over which direction 
the story should go or how an item should be used. There 
are no hard-fast rules for dealing with these issues, and it is 
strongly encouraged that all players strive to remain just as 
flexible. 


Who has the final authority is up to the group. Will it be 
given to the Lead Player of the moment or will the group 
take a vote? It may be wise to decide this early on, before a 
dispute occurs, so that everyone knows what to expect. 
Either way, if the players all make the Story and the Quest 
their top priorities, then you will have a solid base from 
which to work. 


When a disagreement arises — STOP & TALK. Take a 
moment to review what has happened so far in the story. 
Does the disputed choice make sense with what has 
happened so far? Does the Lead Player have a “cool idea” 
that will make the story better? If the answer is yes, then 
allow the change to happen and see where the story ends 
up. Remember... Enchanted Realms was designed to 
encourage free-form storytelling and _ roleplaying. 


Anatomy of a Card 





Attributes 


Picture or 








Comite #2 
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Alternative Play 


Enchanted Realms can also be played using a dedicated 
Game Master (GM), who will present the adventure to the 
players. Unless noted in this section, all other rules and 
guidelines remain in effect. 


Game Preparation (Game Master) 


l. 


Select one or more Quest cards and set those on the 
table for all to see. 


Separate Hero cards from the Deck and allow each 
Player to select one. 


Repeat above with the Creature cards. 


Separate the Item and Enhancement cards from the 
other cards, shuffle and deal three to each Player for 
each Hero card. 


The remainder of the cards become the Adventure 
Deck. Unless you have a specific card order and 
layout in mind, shuffle the remainder of the cards and 
place on the table. 


10. 


Take ten (10) cards from the Adventure Deck for your 
hand. Note: the players do not receive any card to 
play in their hand. 


From this, place all World cards, which are not Quest 
locations, on the table to create the starting map. 


Add any other cards that you want to the map. 


Take from the Adventure Deck as many cards as 
needed to bring your hand back up to ten cards. 


Character markers are placed on the World card that 
has been selected as the starting point for the 
Adventure. 


Turn Sequence 


When using the Alternative Play rules, turns still consist of 
the four phases — Draw, Build, Roleplay, and Reconcile — 
but the players only participate in Phase 3. 


Disclaimer 


Enchanted Realms was developed with the hope that it will provide many hours of high adventure. This product is 
the result of many (many!) hours of writing, re-writing, testing and re-testing. This publication is presented as 
guidelines for using this system. Players are absolutely free to interpret any portion of these rules for personal use 


only. 


Other RPGen games (coming soon!) 


Far Out West (Sci-Fi Western) — Imaginable Horror (Horror) — Infinity (Space) 
Edge of Tomorrow (Futuristic) — Rough Rider (Western) — Earth 2050 (Modern) 


Author Contact: Michael Downey, mrmike65 @hotmail.com 
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OVERVIEW: 

Enchanted Realms is a genre-specific (fantasy), card-based roleplaying game based on the core game system, 
RPGen. RPGen uses cards to provide the basic elements required to create and play spontaneous adventures, 
facilitating adventure generation, character creation, and action-resolution. 


TARGET AUDIENCE: 


Novice to Expert roleplaying gamers, ages 12 and up. 


TARGET VENUE: 


Gaming/hobby shops, internet, mail order 


VISION: 


To offer packs of basic Adventure Decks, which can then be combined with other packs to build larger and more 
complex Adventures. Due to the nature of the RPGen system, Adventure Decks of different genres can be combined 
to create cross-genre characters and adventures. The RPGen system is capable of supporting any roleplaying genre, 
including but not limited to Western, Spy, Modern, Space, and Horror. 


SCOPE OF PLAY: 


The RPGen system focuses on providing a story-driven game session supported by a minimalistic action-resolution 
mechanic. The cards provide the structure of a storyline, which is centered around a chosen Quest. The Players take 
turns adding cards to the adventure and use the topics of those cards as a base to add creative description. The 
overall effect of a game session is that of an interactive story combined with intuitive card play. 


PACKAGING/DESIGN: 

Each game "unit" consists of a deck of 100 pre-selected cards and a pamphlet of Guidelines. These are packaged in a 
box that stores the cards in two decks of 50 cards each, with the pamphlet tucked inside one broadside of the box. 
Each Adventure Deck includes a selection of cards sufficient to create basic characters and play through three 
Quest-based adventures. 

Each card can be identified with a particular Adventure Deck by a Deck Logo. The back-side artwork of the cards 
are thematically related for each genre. 

MARKETING DEVELOPMENT: 

Initial market insertion would consist of six Adventure Decks for the fantasy genre. Each Deck would focus on six 


major fantasy adventure environments: Dungeon, City, Caverns, Wilderness, Kingdom, Sea. Six additional decks 
would expand each introductory adventure into a series of seven adventures to become seven campaign trails. 
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You can detect magical auras 
for 1 minute per spellcaster 
level + INT or PRE 
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minutes per caster level + INI. 
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Small Room 
Spider Climb 
The subject can climb and 


travel on vertical surfaces or 
even traverse ceilings as well 


as a Spider does. Duration 
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